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く再現できていないという回答が 3 割ほどあった. 
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A Impression Battle Support System 
for A Fighting Game Beginner 
Takumi AMAGWA, Hiroki MIYATA, Tomoyasu ICHIMURA and Tatsuya ARAKAWA
We propose a system to support fighting game beginners. This system points failures of the beginner’s playing and instructs 
reform measures. In addition, this system replays scenes the beginner failed and off ers chances to try the scene again. We 
conducted a simple experient with the prototype system. We had some testers play the prototype system who have answered two 
questionnaires. We got high praise to proposed method, but we could not get high praise to the prototype system. The effect of 
correcting mistakes could not be confirmed. 
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